Abstract ´Learning is much better with tablets´, today´s pupils and students often say. But, is it really true? Are the mobile devices and mobile technologies the mean performing didactic miracles? Do they really cause students enjoy learning and learn more with less effort? Even an optimist guesses it may not be like this. Do we (teachers) know how the mobile-assisted process of learning runs, what its advantages, weaknesses and limits are, whether learners really remember more, and/or enjoy the learning more? What is the role of the ´novelty´ factor regarding the latest technologies? Do learners know how to exploit them for education purposes? And last but not least, what are teachers´ competences in this field? These are selected fields we are going to focus on.
Introduction
Would you agree with the general mood that the field of foreign language instruction was the first one where mobile devices and technologies were naturally exploited? The founded fact is that most learners of all age categories fluently shifted from listening to (English speaking) music and watching (English speaking, or supported by English subtitles) films to intentional use of mobile devices for foreign language learning (FLL); other subjects followed to some extent (Ally, 2009; Palalas, 2012; Abdullah, 2013; Tai, 2012 etc.) . As teachers, we strongly appreciate such an approach -the process of learning conducted naturally, logically, reflecting learners´ interests … . This state awakes the feeling the mobile-assisted language learning (MALL) is the way teachers were looking for for ages. However, how does the real process look like? Are both parties, i.e. teachers and learners, able to efficiently and meaningfully exploit the full potential of mobile technologies for education, particularly for MALL? If so, how does the work with mobile devices and applications support learners´ motivation to FLL? Is learners´ motivation caused by the novelty of the ´mobile´ phenomenon? Is it limited by unfunctionality of the device or content? And last but not least -do the students learn more if the MALL approach is applied? In the text below we will try to discover answers to these questions.
From Theoretical Background to Real Practice
Within the theory of mobile devices implementation in the FLL two main fields can be detected: (1) the FRAME model by Koole (2009) and (2) the Bloom´s taxonomy of educational objectives, the original (1956), revised (2001), digital (2010) and so called smart versions.
The FRAME Model
The FRAME (Framework for the Rational Analysis of Mobile Education) model designed by Marguerite L. Koole describes the way how learners should work in the mobile-assisted environment. Exploiting a mobile device, the learner can choose what to do: to consult a web page, access audio or video tutorials, send a text message to peers, contact a tutor or any other field expert for guidance. However, how to take full advantage of the services provided by mobile device, how to design and use study materials and activities, these are the questions answered by Koole within the FRAME model. The learner´s interaction with information is mediated through mobile technology. The FRAME model is represented by a Venn diagram in which three aspects intersect shaped as circles representing the device (D), learner (L) and social aspects (S). The intersections where two circles overlap display attributes belonging to both aspects:
 the attributes of the device usability (DL) and social technology (DS) describe the affordances (i.e. availability, which is called the ownership in the research described below (Norman, 1999) ;  the intersection labelled interaction learning (LS) contains instructional and learning theories with an emphasis on social constructivism;  all three aspects overlap at the primary intersection (DLS) in the centre of the Venn diagram -this place defines an ideal mobile learning situation. Moreover, the FRAME model takes into consideration the technical characteristics of mobile devices as well as social and personal aspects of learning. These refer to e.g. the Activity Theory by Kaptelinin and Nardy (2006) and the work on mediation and the zone of proximal development by Vygotsky (1978) . There, mobile devices work as active components in equal footing to learning and social processes. The model also emphasizes the constructivist approach, as the word ´rational´ refers to the belief that reason is the primary source of knowledge and that reality is constructed rather than discovered (Smith, Ragan, 1999) .
Mobile Devices and Mobile Learning
Generally accepted, mobile learning (m-learning) is such an approach where means of wireless technological devices, that can be pocketed and used wherever the learner's device is able to receive unbroken transmission signals, are implemented in the process of instruction (Attewell, Smith, 2005) . In addition, Traxler (2010) listed the main characteristics which differ mobile learning from e-learning: spontaneity; privacy; portability; situation; informality; bite size; light weight; context awareness; connectivity; personalized device; and interactivity. Moreover, identically to the elearning implementation 10 -15 years ago, both the teachers and learners should be trained in efficient use of mobile devices for education purposes, i.e. in m-learning and m-teaching. In reality, this means the Comenius´ didactic principles (1967), defined four centuries ago and accepted and verified for traditional face-to-face instruction, should be implemented in the design, tools and learning content within the m-learning concept. Within this process, four main characteristics (probably the strengths) should be taken into consideration:
 small size and light weight of mobile devices,  small size of the screen,  fast Internet access anytime anywhere,  the multi-media features of downloaded files. Furthermore, it is important to note that the mobile device is a device which a user carries with him all the time and therefore he can look up the information he needs at anytime and anywhere. M-learning is not only the process enhanced by mobile phones, but in fact supported by various types of mobile devices. Those listed below belong to the frequently used ones: notebook, netbook, smart phone, tablet, multimedia player, ebook reader, portable playing console and others.
The primary and crucial question within m-learning is whether students are sufficiently equipped with mobile devices so as the process of m-learning could be conducted. This question was researched in the group of more than 200 students of the Faculty of Informatics and Management, University of Hradec Kralove. The collected data discovered what mobile devices students possess and use for FLL, in this case for English for Specific Purposes (ESP for students of Applied Informatics and Information Management) (Figure 1 ).
Fig. 1. Mobile and immobile devices respondents possess and exploit for ESP learning.
For mobile-assisted ESP learning notebooks and smartphones are the leaders (identical data were detected under ´possesed´ and ´exploited for ESP´ criteria (i.e. 88 %, 80 %), followed by immobile PCs (42 %), TV (42 %) and DVD player (35 %) -students explained they used them mainly for watching films. Mobile phones and mp3 players are exploited by one third of respondents for ESP learning; other devices are of rather low importance, including tablets (18 %) and netbooks (6 %). Compared to other subjects within university study, the possession of notebooks was detected with 87 % of respondents, of smartphones with 43 %, PC (42 %), mobile phones (18 %), tablets (18 %) and netbooks (7 %).
Do you know what the situation is in your classes?
Bloom´s taxonomy of educational objectives
The technical and technological developments been considered, the educational science has been changing, both in the theory and practice. The well-known and recognized Bloom´s taxonomy of educational objectives (1956) serves an example. The original version structured into three dimensions (cognitive, affective and psychomotor) was introduced in 1950s; in this version the cognitive dimension included six major categories, each described by a noun (Knowledge, Comprehension, Application, Analysis, Synthesis, Evaluation). Later on, the revised version was developed in 1990s by Anderson et al. (2001) . Authors designed the new version which identically used six categories; however, they are organized in a different order on two highest levels and described by verbs instead of nouns, which should reflect a more active and accurate
MD possessed
MD exploited for ESP form of thinking (Remembering, Understanding, Applying, Analyzing, Evaluating, Creating). For a few decades rather strong attention was paid to the cognitive domain compared to affective and psychomotor ones. The affective domain worked out by Krathwohl, Bloom and Masia (1973) and structured into five categories (Receiving, Responding, Valuing, Organizing and Conceptualizing, Characterizing by value and value concept) focuses on the perception of value issues, when ranging from mere awareness to distinguishing implicit values through analysis.
The design of psychomotor domain, which deals with psychomotor skills that rage from easy manual tasks to more complex ones, has never completed by Bloom. However, a version was designed by Dave (1970) containing five categories (Imitation, Manipulation, Precision, Articulation, Naturalization), or by Harrow (1972) Simpson (1972) who produced the most complex structure containing seven categories (Perception -Awareness, Set -Readiness to Act, Guided Response, Mechanism -Basic Proficiency, Complex Overt Response -Expert, Adaptation, Origination); i.e. they cover physical movement, coordination and use of the motor-skill areas (they are measured in terms of speed, precision, distance, procedures, or techniques in execution). The three-domain structure is displayed in Figure 2 . 
Bloom´s Digital Taxonomy
Reflecting the fast development in the field of technology, a new concept of the Bloom's Digital Taxonomy and Collaboration was introduced in 2009 by Churches (2010). Been based on the revised version of Bloom´s taxonomy of educational objectives, it was adjusted to the modern-at-that-time-technology. Particular attention was devoted to the field of Communication which was presented in a separated column because it is understood a crucial competence penetrating all teaching/learning activities. Within the concept a wide range of ICT-supported activities is introduced. This feature is appreciated by learners of various individual learning styles and preferences.
Within the Lower Order Thinking (LOT) Skills, on the Remember level students mainly concentrate on the retrieval of using information e.g. bulleting to mark key words and phrases for recalling, bookmarking useful web pages and sites for future use, social bookmarking and social networking, googling etc. On the Understand level, students are trained towards refining the newly developed knowledge through interpreting, summarizing, inferring, paraphrasing, comparing, explaining it in e.g. blog journaling, or twittering. These activities can naturally move the students to higher levels of the taxonomy as these tools help develop deeper understanding, collaboration with peers, digital organizing, classifying etc. On the Apply level information is implemented and exploited; then, examples of students´ active "doing" are provided such as initiating a programme, operating hardware and software applications, gaming, uploading and sharing materials on a site etc.
Within the Higher Order Thinking (HOT) Skills, on the Analyze level mash-ups, are involved where several data sources are melded into a single set of usable information, links are made to documents and web pages, information is validated, organized, structured and attributed. On the Evaluate level hypotheses are verified, experiments conducted, results judges, compared so as the findings could be used for blog commenting, reflecting the current state-of-art, examining materials in context, testing e-products etc. On the top, i.e. the Create level, activities as designing, inventing, constructing, planning, producing and others are conducted. These processes include e.g. finding a technology and applying it in the creative process, or students create audio-and video-recordings, films, animations, podcasts, they develop programme applications and games. In other words, completely new items are created.
Within the separated Communication column Churches presents the communication spectrum of activities from LOT to HOT skills, e.g. texting, instant messaging, twittering/microblogging; e-mailing, chatting, contributing, networking, blogging, questioning, replying, reviewing, videoconferencing, skyping, net meeting, commenting, debating, negotiating, moderating, collaborating etc. This way Churches provides teachers a wide range of activities for running digital practices. Thus he differs from those who tend to push the ´search´ concept, and provides strong support to networking, social bookmarking, blogging, and to producing unique items to enhance the learning. The Bloom´ digital taxonomy is displayed in Figure 3 . 
Bloom´s ´Smart´ Taxonomy and Implications for Practice
However, reflecting the current development in the field of technology-assisted learning, we must agree smart mobile devices and applications have become the leaders. Been highlighted by both their novelty and interest from the learners, they are widely exploited for various private and educational purposes. A rather endless offer of applications is available on the Internet to students, e.g. search engines, scrapbooks, apps for communication and sharing data, data storage and management, default apps already installed on iPads, dictionaries, multimodal apps (for video-recordings, sound/music, image/text), various toolkits etc., as displayed in Figure 4 . Most apps can be exploited for learning various subjects, including foreign languages, e.g. SAMR model for iOS apps; Integrating technology to Bloom´s taxonomy; Bloom´s digital taxonomy in social networks; Bloom´s digital taxonomy -Analysing; Bloom´s digital taxonomy for tablets and Web 2.0; Bloom´s digital taxonomy for iPads; Bloom´s digital taxonomy; Bloom´s digital taxonomy for Twitter; Bloom´s taxonomy -traditional and digital verbs; Bloom´s taxonomy -Critical thinking skills. Fig. 4 . List of core student apps (Source: https://resourcelinkbce.files.wordpress.com/2013 To support teachers´ efforts in preparing lessons exploiting the smart mobile learning, the SAMR model ( Figure 5, Figure 6 ) was developed by Puentedura (2009). It should help design, develop and integrate digital technology-assisted teaching which is expected to support students´ achievements. Similarly to the Bloom´s Taxonomy, the SAMR model moves through four successive levels leading to higher order thinking. The model is structured into two areas (Enhancement, Transformation), each area contains two steps (Substitution, Augmentation within Enhancement; Modification, Redefinition within Transformation). Whereas in steps 1 and 2 the learning content is supported (Substitution) and improved (Augmentation) by the technology, in steps 3 and 4 the teacher exploits technology towards making crucial changes (Modification), or uses such strategies, approaches and methods which could not be applied without technology (Redefinition) (Johnson, 2012) . Schrock (Source: http://www.schrockguide.net/bloominapps.html) In the following figure of the SAMR model ( Figure 6 ) samples of teacher´s roles in the mobile-assisted process are displayed (column 2) and tools exploited (column 3) which will be reflected in learners´ activities (column 4).
Discussions and Conclusions
A growing range and understanding of the learning and teaching affordances of mobile technologies reflecting latest technological developments have emphasized the necessity to research the field of mobile learning experience. We agree with Sad and Goktas (2014) who started monitoring of pre-service teachers, having a research sample of more than 1,000 respondents and focusing on their attitudes towards using mobile devices, particularly mobile phones and laptops. Similarly to the Czech researcher Lorenz (2011) , Aharony (2014) also collected feedback from Library and Information Science students about their attitude to m-learning. This survey is partially relevant to our research in some objectives and mainly in the sample group which (instead of others) included Information Management students as we did (see Figure 1 ).
For everyday practice in schools regardless the level of education they provide, following experience is provided to the teachers: a) Do not be afraid of mobile technologies for educational purposes, particularly for FLL. As mentioned above, the process of their implementation in learners´ lives was natural, even supported by their strong interest. These are positive conditions for the implementation. Strictly said, learners expect you to exploit any mobile devices within your foreign language lessons. And they will definitely appreciate it. b) If you still do not feel competent enough to exploit mobile devices in FLL, ask for support. Two sources are available, both willing to help. First, you can attend teacher training courses organized by national ministries of education, methodological centres and other institutions. Second, ask your pupils/students about their experience in mobile devices for common life first, then focus your questions on FLL. You can be sure they will be willing to share their experience with you, and, they will definitely appreciate your approach. You can prepare a ´system of awards´ for those who will contribute to the mobile-assisted FLL which will motivate the learners. Be careful with those who (1) have no or hardly any experience to contribute, and/or (2) do not possess smart mobile device. To diminish this fact, learners can work in mixed teams, or those not owning the mobile devices can prepare activities not enhanced by them. Then, both approaches will be applied in lessons so that learners could see what works and what does not under different conditions (i.e. if different topics are taught). Such experience helps them understand that the Rule N. 1 in considering the use of mobile devices is the educational efficiency, i.e. ´Do I learn more and in an easier way with mobile devices?´ c) to make the first step, consult appendices below as a motivation incentive.
